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This listing of claims will replace all prior versions, and listings, of claims in the application; 

1 . (Currently Amended) A gaming machine comprising; 

a master gaining controller designed to generate a game of chance played on the 
gaming machine by executing a plurality of gaming software modules; 

a memory device storing the plurality of gaming software modules; 

a gaming operating system comprising logic to load and unload gaming software 
modules into a RAM fiom the memory device and to control the play of the game of 
chance including a game manager wherein the game manager is operable to control an 
invocation of a plurality of stages between a start of the game of char y»q B3& SB end of the 
p^m,» of rh*r>r& wherein in each stage one or more game states is generat ed and for each 
game state a coirespor ^Tif; ind entation state is generated wherein each p resentation state 
specifies operations of output devices on the gaming machine and whe rein logic for the 
game states and the presentation states in each stage are configured such th at modifying 
the logic for each presentation state does not affect the logic of its corrftgporiHmp; game 
state; 

logir. for * s tage in the plurality of stages wherein the game stage is invoked 
at least once between the start of the game of chance and the end of the game of chance; 

a game flow software module comprising logic to generate a game flow 
including rules for playing the game of chance comprising a first sequence of 
game states; and 

a game presentation software module comprising logic to generate 
presentation states corresponding to the first sequ^ nr** of flame states proflont tho 
gam e of chanoo on a display goto on w herein at least the gaming operating system, 
the game flow software module and the game presentation software module 
communicate via one or more application program interlaces 
logic for one or more additional stages operable to be executed by the gaming 
. operating system between the start of the game of chance and the end of the chance; 

the game m »™p*r 4Wr rf*t*rm™W when to invoke each stage in the plurality of 
stages wherein the logi ^ fig tfag flame mana ger is separate from the logic for the game 
st*?* fh e one or more additional stages and wherein the gam* mapper is npgrahle to 
invoke a variable number of stages in each nlav of the game of chance. 
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2. (Ori ginal) The gaming machine of claim 1 , wherein the one or more application program 
interfaces are selected from the group consisting of a game flow interface, a presentation 
interface, a bank interface, a configuration interface and an inter process communication. 

3. (Original) The gaming machine of claim 1, wherein the one or more application program 
interfaces are used to communicate game information* 

4. (Original) The gaming machine of claim 1 , wherein the game information is selected 
from the group consisting of game state information, presentation state information, 
configuration information, betting information, game outcome information, critical event data, 
I/O information and metering information. 

5. (OriginaI>The gaming machine of claim 1 , wherein one or more of the application 
program interfaces is used to communicate sequence events used to control the play of the game 
of chance. 

6. (Ori ginal) The gaming machine of claim 5, wherein the sequence events are selected 
from the group consisting game start, game end, stage start, stage end, process award, update 
display, check status of an item, synchronize presentation, state change, bet change, system 
meters changes, context status, game flow state, presentation substate, presentation substate 
complete, previous game flow state, previous presentation substate, synchronize bet, synchronize 
panel, synchronize play, synchronize player amount, synchronize all, money in, money out, 
device used to enter money and device used to pay out money. 

7. (Original) The gaming machine of claim 1, wherein the game software module further 
comprises a game manager logical unit used to communicate with the game flow software 
module and the game presentation software module via the one or more application program 
interfaces and designed to control the play of the game of chance. 

8. (Ori ginal) The gaiptng machine of claim 1 , wherein the game of chance comprises a 
sequence of stages and wherein at least one stage in the sequence of stages is a game stage. 
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9. (Original) The gaining machine of claim 8, wherein one or more stages in the sequence of 
stages is a "bonus game stage. 

10. (Original) The gaming machine of claim 8, wherein a number of stages in the sequence of 
stages varies depending on an outcome of the game of chance. 

11. (Original) The gaming machine of claim 1, farther comprising: 

a plurality of game presentation modules used to present games of chance with different 

themes. 

12. (Original) The gaming machine of claim 1 1, wherein a first game of chance with a first 
theme is played on the gaming machine using a first game presentation module and a second 
game of chance with a second theme is played on the gaming machine. 

13. (Original) The gaming machine of claim 12, wherein the first game of chance and the 
second game of chance are played using the same gaming operating system, the same game flow 
software module and one or more of the same application program interfaces. 

14. (Original) The gaming machine of claim 13, wherein the gaming operating system loads 
the first game presentation module to play the first game of chance and the gaming operating 
system loads the second game presentation module to play the second game of chance. 

15. (Original) The gaming machine of claim 1, farther comprising: 

a plurality of game flow software modules and game presentation modules used to 
present different types of games. 

16. (Original) The gaming machine of claim 15, wherein the types of games are selected 
ftom card games, slot games, keno games, bingo games, dice games and pachinko games. 

17. (Original) The gaming machine of claim 16, wherein a first type of game of chance is 
played on the gaming machine and a second type of game of chance is played on the gaming 
Tnar-Mne n sfrg the same gaming operating system. 
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18. (Original) The g aming machine of claim 17, wherein the first type of game of chance is 
played on the gaming machine and the second type of game of chance is played on the gaming 
machine using one or more of the same application program interfaces. 

19. (Original) The gaming machine of claim 16, wherein the gaming operating system 
software module loads a first game flow software module and a first game presentation module 
to play the first type of game of chance and the gaming operating system software module loads 
a second game flow software module and a second game presentation module to play the second 
type of game of chance. 

20. (Ori ginal) The gaming machine of claim I, wherein the game of chance is selected from 
group consisting of slot games, poker games, pachinko games, multiple hand poker games, pai- 
gow poker games, blackjack games, keno games, bingo games, roulette games, craps games and 
card games. 

21. (Original) The gaming machine of claim 1, wherein the memory device is selected from a 
CD-ROM drive, a DVD-ROM drive, a hard drive and other mass storage devices. 

22. (Ori ginal) The gaming machine of claim 1, farther comprising: 
a non-volatile memory device. 

23. (Original) The gaining machine of claim 22, wherein the game flow software module 
further comprises logic for storing game data generated by the game flow software module to the 
non-volatile memory device. 

24. (Original) The goming machine of claim 1, wherein the game flow software module 
further comprises logic fox generating a plurality of game states in the game flow. 

25. (Original) The gaming machine of claim 24, wherein the game presentation software 
module comprises logic for displaying graphics and projecting sounds for each game state in die 
plurality of game states. 



5 



PAGE 7/10 1 RCVD AT 7/15/2005 2:54:23 PM [Eastern Daylight Time] * SVR:USPTO-EFXRF-1/25 ' DNIS:2738300 1 CSID:5106630920 1 DURATION (mm-ss):ttW6 



JUL'. 15. 2005 1 1:58AM 5106630920 



NO. 627 P. 8 



26. (Original) The gaming machine of claim 25, wherein the graphics and sounds generated 
by the game presentation software module for each game state are generated with data placed in 
NV-RAM by game flow software module. 

27. (Original) The gaming machine of claim 26, wherein the data placed in NV-RAM by 
game flow software module is used by the game presentation software module to playback a 
game history. 

28. (Original) The gaming machine of claim 1, wherein the game flow software module 
further comprises logic fox configuring parameters on the gaming machine used to play the game 
chance associated with the game flow software module. 

29. (Original) The gaming machine of claim 1, wherein the gaining operating system 
downloads a gaming software module from a remote file storage device. 

30. (Original) The gaming machine of claim 1, wherein the gaming operating system controls 
the play of the game of chance on a remote gaming device. 

31. (Original) The gaming machine of claim 1, wherein the gaming operating system 
receives gaming information used to control the play of the game of chance on the gaming 
machine from a remote gaming device. 

32. (Original) The gaming machine of claim 1, wherein one or more of the application 
program interfaces is used to communicate gaming information used to control the play of the 
game of chance on a remote gaming device. 



33.-97. (Cancelled). 
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